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ABSTRAK 
 
ASRIANSYAH: Model Permainan Tematik Integratif untuk Meningkatkan Kebugaran Jasmani, 
Mengenal Huruf dan Angka pada Anak Taman Kanak-Kanak. Tesis. Yogyakarta: Program 
Pascasarjana, Universitas Negeri Yogyakarta, 2014. 
 
 Penelitian ini bertujuan untuk menghasilkan model-model permainan bagi anak taman 
kanak-kanak untuk meningkatkan kebugaran jasmani, mengenal huruf, dan angka. Permainan 
yang dikembangkan diharapkan dapat digunakan sebagai pendekatan pembelajaran bermain 
sambil belajar yang menyenangkan di taman kanak-kanak.   
Jenis penelitian ini adalah penelitian dan pengembangan dengan mengikuti langkah-
langkah menurut Sugiyono (2010: 409-426) sebgai berikut: (1) potensi dan masalah, (2) 
pengumpulan data, (3) desain produk, (4), validasi desain, (5) revisi desain, (6) uji coba produk, 
(7) revisi produk, (8) uji coba produk, (9) revisi produk, dan (10) produksi masal. Uji coba skala 
kecil dilakukan di Taman Kanak-kanak Aisyiyah Bustanul Athfal Karangmalang kelompok B 
berjumlah 25 anak. Uji coba skala besar dilakukan di Taman Kanak-kanak Nasional Samirono 
kelompok B berjumlah 18 anak dan Taman Kanak-kanak Kartini Karanggayam kelompok B 
berjumlah 19 anak. Instrumen pengumpulan data yakni: (1) pedoman observasi permainan, (2) 
pedoman observasi keefektifan permainan, dan (3) skala nilai. Teknik anlisis data yang 
dilakukan yakni analisis deskriptif kuantitatif dan analisis deskriptif kualitatif. 
 Hasil penelitian ini yakni berupa CD dan buku panduan permainan tematik integratif 
untuk meningkatkan kebugaran jasmani, mengenal huruf dan angka pada anak taman kanak-
kanak, yang menghasilkan enam macam model permainan tematik integratif yakni (1) permainan 
Kupu-kupu Terbang (mengenal huruf), (2) permainan Lompat Kelinci (mengenal angka), (3) 
permainan Pesawat Terbang (mengenal huruf), (4) permainan Lompat Balok (mengenal angka), 
(5) permainan Ular dan Katak (mengenal huruf), dan (6) permainan Jalan Kepiting (mengenal 
angka). Berdasarkan hasil penilaian dari para pakar dan praktisi, dapat ditarik kesimpulan bahwa 
model permainan tematik integratif yang didesain berkategori sangat baik, sehingga model 
permainan tematik integratif telah layak digunakan. 
 



















ASRIANSYAH: Thematic Integrative Game Models to Improve the Physical Fitness and 
Recogniz Letters and Numbers on  Kindergarten Students. Thesis. Yogyakarta: Graduate 
School, Yogyakarta State University, 2014. 
 
 This study aims at producing game models for kindergarten students to increase physical 
fitness and recognize letters and numbers. The game models developed are expected to be used 
as a learning method which is fun in kindergarten.  
This research is a research and development by following the steps proposed by 
Sugiyono (2010: 409-426) namely: (1) the potential and problems, (2) data collection, (3) 
product design, (4 ), design validation, (5) revision of the design, (6) product trials, (7) the 
revision of the product, (8) product trials, (9) the revision of the product, and (10) mass 
production. A small-scale trial was conducted in Kindergarten Aisyiyah Bustanul Karangmalang 
RA group B with subjects as many as 25 children. A large-scale trial was conducted in 
Kindergarten National Samirono group B with 18 children as the subjects and Kindergarten 
Kartini Karanggayam B group with as many as 19 children. The instrumets used to callets data 
were: (1) observation sheet, (2) observation sheet of the effectiveness of the game, and (3) the 
scale of values. The data analysis techniques performed were descriptive quantitative and 
descriptive qualitative.  
 The results of this study are in the form of CD and integrative thematic games guidebook 
to improve physical fitness and recognize letters and numbers on the kindergarten, which 
produces six kinds of models, namely integrative thematic games (1) Flying Butterfly Game  
(recognize letters), (2) Rabbit Jumping Game (numerical), (3) Aircraft Games (recognize letters), 
(4) Beams Jumping Games (numerical), (5) Game Of Snakes and Frogs (recognize letters), and 
(6) Crab Walking Game (numerical). Based on the evaluation of experts and practitioners, it can 
be concluded that the models of integrative thematic games are categorized as very well 
designed, so that the models of the thematic integrative game are appropriate to use. 
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